PREVIEW 

lO SECRETS 

REVIEW 

STRATEGY 

YOOKA-LAYLEE 

HORIZON ZERO DAWN 

THE LEGEND OF ZELDA: BOTW 

MASS EFFECT: ANDROMEDA 



Free to Walmart Customers 


Walmart 


THE LATEST NEWS, REVIEWS, PREVIEWS, AND PLAYING TIPS INSIDE! 


INJUSTICE 2 

v POSTER > 


i 

» | 


PREY 

THE HUNTER BECOMES THE HUNTED 


INJUSTICE 

EVERY BATTLE DEFINES YOU 

i % 

4 ^ 



WON D € R WOMAN 

WHEN YOU BUY INJUSTICE™ 2* 

‘SPECIALLY MARKED GAMES ONLY. QUANTITIES LIMITED. 
CERTIFICATE VALID 6/2/17 - 6/15/17 



IN THEATERS JUNE 2 








PRE-ORDER TO FIGHT AS 

DA RKSfllD ^ 

1 


Available at Walmart.com 




? r 






In the daunting vacuum of space a new species 
of alien invades theTalos I space station. See 
why this game will make players question if 
they are the hunter or the hunted. 
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Revisit the golden age of charming, cartoony 
platform games with the spiritual successor to 
the celebrated Banjo Kazooie series, coming 
soon to a console near you. 
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WELCOME 

FROM THE EDITOR 


SPRING OF DREAMS 


I t feels like the holidays in the GameCenter 
offices. No, not because of the weather, 
nor because we forgot to take down 
our decorations. It's because we have been 
flooded with great games. 

Spring 2017 may go down in history as the 
best few months for game releases during 
the last decade. With all due respect to every 
Call of Duty, Assassin's Creed and [insert your 
favorite holiday blockbuster game title here], 
they cannot hold a candle to what we've 
received lately. 

The launch of the Nintendo Switch is, in a 
small way, responsible for this. With it came 
The Legend ofZelda: Breath of the Wild (see 
review on page 42), an expansive game that 
fans will be playing for months to come. 

Coincidentally — or perhaps in response 
to the Switch launch — other great games 
are flooding store shelves. 

PS4 owners just received their own stellar 
action/RPG with Horizon Zero Dawn. In any 
other issue, it easily would have captured 
Game of the Month, and it should not be 

Action fans have Tom Clancy's Ghost Recon: 
Wildlands. Filled with great co-op action and 
a fun story. This long-overdue entry features 
great first-person shooting along with the se¬ 
ries signature strategy. Tom Clancy branded 
series are on a roll lately, so check it out. 


Games such as Resident Evil VII, Nioh, sand 
Nier: Automata all offer great gameplay to 
while away your free time. 

Then there's Mass Effect:Andromeda, the 
latest entry in Bioware's long-running sci-fi 
RPG series. Although it moves away from 
Commander Shepard's narrative, it advances 
the series' rich universe for a new generation 
of consoles. 

After Zelda it's perhaps the most antici¬ 
pated game of the year. 

Still to come? Persona 5, Injustice 2, Prey, 
Yooka-Laylee and Mario Kart 8: Deluxe Edition. 
And all of this before June! 

What this embarrassment of riches means 
for you, humble gamer, is a pile of great 
games to dig into, enough to carry you 
through spring and even summer — right up 
until the holiday rush starts once again. Holi¬ 
day releases always outnumber those from 
earlier in the year. If that holds true, the 2017 
holiday season is going to be amazing. 

So keep reading the free print and digital 
editions of Walmart GameCenter magazine. 
With our news, previews and reviews, we 
will keep you up to date on all the latest 
and greatest releases here, at the center of 
everything gaming. 
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CAME ON 


GAMING NEWS, NUMBERS & GOSSIP by gamecenter staff 


STUDIO BEHIND THE DIVISION 
BRINGING JAMES CAMERON’S 
AVATAR TO GAMING 



W hile director James Cameron has 
four sequels in development for 
his hit sci-fi epic Avatar, it won't 
just be the silver screen that'll be taking fans 
back to the planet Pandora. 

Ubisoft and developer Massive Entertain¬ 
ment will be teaming up with Fox Interactive 
and Lightstorm Entertainment to craft a new 
game based around Cameron's Avatar uni¬ 
verse. Pandora's unique terrain and inhabit¬ 
ants will be brought to life thanks to Massive's 
Snowdrop engine, the tech used to power 
Tom Clancy's The Division and the upcom¬ 
ing South Park: The Fractured But Whole. That 
very engine and demos of g&me prototypes 
running on Snowdrop are what convinced 
convinced creator James Cameron and the 
film production company he co-founded to 
agree to the partnership. 

"What impressed me about Massive were 
the group's passion for this project, and the 
power of its Snowdrop engine," Cameron said 
during the announcement. "With the power 
of [Snowdrop], and the team's passion and 
obsessive focus on detail, we know they're the 
right group to bring the beauty and danger of 
Pandora to life." 


Cameron plans for the continuations of the 
Avatar saga to release over the next handful 
of years, with Avatar 2 scheduled to hit in late 
2018; Avatar3 in 2020; Avatar4 in 2022; and 
Avatar5 in 2023. Given that game development 
typically takes at least a couple of years, it's pos¬ 


sible this project could tie into one of the later 
sequels, or it might be its a stand-alone story. 

For now, we'll have to wait and wonder. Ubi¬ 
soft and Massive Entertainment's Avatar game 
will be released on PC and consoles, though 
specific systems have yet to be determined. 
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GAMING NEWS, NUMBERS, & GOSSIP 



RETURN TO MIDDLE-EARTH 
IN SHADOW OF WAR 


Following in the footsteps of the acclaimed 
2014 action adventure Middle-earth: Shadow of 
Mordor, Warner Bros. Interactive Entertainment 
and developer Monolith Productions have 
announced its direct sequel, Middle-earth: 
Shadow of War. 

Set between the events of The Hobbit and 
The Lord of the Rings, Shadow of War continues 
the previous game's story as players wield 
a new Ring of Power to take on Sauron and 
his Nazgul.The Nemesis system returns and 
is applied to the entire world, with environ¬ 
ments and characters all shaped by your 
actions and decisions. 


"Following the amazing reception to 
Middle-earth: Shadow of Mordor, we massively 
expanded every dimension of the game, in¬ 
cluding the world, the story, the RPG systems, 
the core gameplay and of course the. personal 
player stories of the Nemesis System," Michael 
de Plater, vice president of Monolith Produc¬ 
tions, said during the announcement. "[We] 
can't wait to see the amazing stories players 
are going to create and share." 

Middle-earth: Shadow of War hits on August 
22 for Xbox One, PlayStation 4, Project Scorpio, 
PlayStation 4 Pro and PC. Reserve your copy now 
on walmart.com or at your local Walmart store. 


SPLIT-SCREEN 
MULTIPLAYER 
COMING BACK 
IN NEXT HALO 

Before console first-person shooter fans hopped 
online to battle alongside other warriors from 
around the globe, the roughest and toughest 
co-op adventures happened with teammates 
sharing a couch — and a television. 

Now, those days of split-screen gaming are 
set to a return in the next major chapter of the 
Halo series. During a recent conference, Bonnie 
Ross, head of 343 Industries, promised that the 
much-requested feature would be part of any 
future FPS releases from the studio. Ross said 
the developers had learned many lessons from 
the release of Halo: The Master Chief Collection, 
including how important split-screen co-op is 
to the community. 

It's been reported that one reason the 
feature was missing from Halo 5 was that the 
team at 343 Industries wanted to make sure 
the game could maintain a high framerate from 
beginning to end. Flowever, balancing that con¬ 
sistency with what hardcore players want now 
looks to be an important focus going forward. 

Of course, we'll have to wait to seethe 
fruits of their labor, as Microsoft has made no 
announcement concerning the next major 
installment of the Halo franchise, other than to 
say that it won't be coming this year. 
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SQUARE ENIX/PS4 
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Cl GAMES/XBOX ONE, PS4, PC 
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DISGAEA 5 COMPLETE 

NISAMERICA/SWITCH 


TEKKEN 7 

BANDAI NAMCO / XBOX ONE, PS4, PC 


DIRT 4 

CODEMASTERS / XBOX ONE, PS4 


FINAL FANTASY XIV: STORMBLOOD 

SQUARE ENIX/PS4, PC 
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A BIO WARE’S MYSTERY, KOJIMA 
KONFUSION, ASSASSIN’S CREED 2? 


Hello dear reader, welcome to another install¬ 
ment of As the Rumor Turns. You might be 
reading this latest batch of gossip while tak¬ 
ing a break from Mass Effect: Andromeda. Even 
the Q-mann has been burning with the fire of 
a thousand distant suns for BioWare's latest 
space epic, because if anyone has mastered 
the feeling of exploring the great expanse, 
it's the folks in Edmonton, Alberta, Canada. 
But what if I told you that the team is hard 
at work on another sci-fi project at this very 
moment? New hints of that came recently 
from Electronic Arts CFO Blake Jorgensen, 
who teased that BioWare's upcoming mystery 
game is "more sci-fi related" and that, "You 
should be thinking about the great RPG char¬ 
acter development and storyline progression 
that BioWare is known for, but in a world of 
greater action and greater adventure." Now, 
I'm not making any promises just yet, but it's 
hard to forget that EA currently has the rights 
to make Star Wars games — and fans have 
been asking for a new Knights of the Old Re¬ 
public game for years... It's not surprising that 
some players don't quite understand the sto¬ 
ries crafted by gaming auteur Hideo Kojima. 
Because really, if there's one thing you expect 
from a Kojima Productions jam, it's having 
your mind melted by the magnitude of the 
experience. What happens, though, when you 
don't know what's going on and you're in the 
game? Well, it seems that's the situation that 
Danish actor Mads Mikkelsen finds himself 
in. During the recent Saudi ComicCon, when 
asked about his role in the upcoming Death 


Stranding, Mikkelsen admitted that he'd been 
told some of what's going on in the game, 
and that he still doesn't fully understand it. 
"[Kojima] was trying to tell me the whole 
plot of the game," he explained, "and it's so 
elaborate that I got lost. But, I really wanted 
to learn more." If there's at least one person 
who will no doubt understand, it'll probably 
by Mikkelsen's son. When TV's Hannibal asked 
his child if he'd ever heard of Hideo Kojima, 
he exploded from excitement, telling his 
father that he'd be crazy not to be part of the 
game... Finally, Assassin's Creed looked like it 
might finally be the film to break the bad-luck 
streak hanging over video game stories go¬ 
ing Hollywood, but reviews were decidedly 
mixed. Now, it seems Ubisoft might already 
be giving serious consideration to rebooting 
the real-life version of its tale of Assassins 
versus Templars. In a survey the publisher re¬ 
cently sent out to some members of its Uplay 
service, the company asked fans if they'd still 
be interested in a next Assassin's Creed film 
if Marion Cotillard and Michael Fassbender 
were not in it. Even bigger, another question 
asked if respondents would rather have a 
sequel with entirely new actors and settings. 
This might seem very sudden, given that the 
first movie hasn't even hit video yet, but as 
Quarterpappy used to say, "Don't put off until 
tomorrow what you can do today." Of course, 
he also used to wrap his game consoles in tin 
foil to protect them from being zapped with 
Zorlon particles, so maybe he wasn't the best 
source to look to for how to live 
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HOW DIGITAL DOWNLOAD WORKS 



Purchase your digital 
download card at the 
register... 


Walmart 


Keep your receipt and 
locate the download 
code printed at the 
bottom... 


Redeem the code printed on your 
receipt in your game console to 
download (when available) and then 
Play First without returning to the store! 


Select a digital download card 
from the latest participating 
game titles available on the 
Xbox One and PlayStation 4... 




































FIVE to PLAY 


NEW GAMES YOU DON’T WANT TO MISS 



"Breath of the Wild is all about [the] freedom you have as you explore and adventure through 
the land of Hyrule in your own way.There's no linear path a player must take; players decide 
where to go and what do to next in this open world. You can hunt and gather materials, 
explore more than a hundred Shrines filled with puzzles that require out-of-the-box thinking, 
or find your own way to attack and defeat variety of enemies. But while the foundations make 
this a Zelda game, there are many elements that breaking the conventions of the Zelda series. 
For instance, Link can't restore his health by defeating enemies or finding heart pieces by 
cutting the grass. He has to hunt and gather items to make food. Also, the weather changes 
constantly, and that directly affects your gameplay. If you're climbing up the cliff and it starts 
raining, for instance, it will suddenly be very slippery." 


THE LEGEND OF ZELDA: 

BREATH OF THE WILD 

CHIKO BIRD, PRODUCT MARKETING LEAD, NINTENDO OF AMERICA 
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NEW GAMES YOU DON’T WANT TO MISS 



TOM CLANCY'S 

GHOST RECON WILDLANDS 


SAM STRACHMAN, NARRATIVE DIRECTOR, UBISOFT PARIS 


"So Ghost Recon Wildlands is the first open-world military shooter that you can play from start 
to finish either on your own with up to three A.I. characters, or four-player co-op, and every 
permutation in between, such as two-player co-op with both controlling one A.I. each. Plus, 
we have drop-in, drop-out co-op, and you can even do it in the middle of a mission. The game 
also has a huge open world — with 11 different eco systems that include mountains, salt flats 
and swamps — and that terrain has an impact on your mission. Trying to kill someone in the 
mountains is harder than killing them in the flats, for instance. Also, every mission is available 
when you begin, though they're more difficult the [farther] out from the center you go. As 
for the story, the game has you trying to take down the Santa Blanca cartel, who have taken 
control of Bolivia." 



PUBLISHER UBISOFT 
DEVELOPER UBISOFT PARIS 
PLAYSTATION 4, XBOX ONE, PC 

RELEASE DATE 03.0P.1? 
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NEW GAMES YOU DON’T WANT TO MISS 



MLB THE SHOW 17 


For the latest version of America's virtual pastime, Sony has added some rather intriguing 
features. For starters, the story-driven Road to the Show career mode now has branching 
storylines as well as times when your athletic avatar will interact with the coach, the team's 
general managers and his fellow players. You'li even be able to carry over your progress from 
this mode and your Franchise teams from MLB The Show 16. Also, in honor of Hall of Fame out¬ 
fielder Ken Griffey Jr.'s gracing the cover — well, in the U.S., anyway — MLB The Show 17 has 
a new Retro Mode that brings back many of the tenets of old school baseball video games. 
Lastly, Dynamic Diamond Dynasty adds a series of live events and missions to mirror what's 
happening in the real world of Major League Baseball's 2017 season. 
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1-2-SWITCH 


COREY OLCSVARY, PRODUCT MARKETING LEAD, NINTENDO OF AMERICA 


"1-2-Switch is all about bringing a group of players together for an impromptu party 
anywhere, anytime. It uses a new play style in which players look at each other — not the 
screen — as they face off in Wild West duels, cow-milking competitions, a copycat dance-off 
and more. There are 28 different games within i-2-Switch, each making use of such Joy-Con 
controller features as motion control and HD Rumble. It even comes with two Joy-Con con¬ 
trollers, so multiplayer is available right from the start. Which is good because, like other great 
multiplayer games, it's perfect for large groups, and is fun for gamers and non-gamers alike. 
It's tough to choose a favorite minigame, but my favorite way to play is Team Battle mode, 
where players split into two groups and compete in a lively board game featuring up to 20 
players. There's also Milk, a hilarious game that always gets everyone laughing." 

0 



PUBLISHER NINTENDO 
DEVELOPER NINTENDO 
PLATFORM NINTENDO SWITCH 
RELEASE DATE 03.03.1? 






















NEW GAMES YOU DON’T WANT TO MISS 



SUPER BOMBERMAN R 

BENJAMIN KINNEY, LEAD BRAND MANAGER, KONAMI DIGITAL ENTERTAINMENT 


"SuperBomberman R is an action puzzler and action multiplayer game.The single player and 
co-op modes place you against entertaining mazes and bosses you can defeat with your 
friend and your bombs, while multiplayer is up to eight players of over-the-top fun action 
where you try to take your friends out of the game and be the top player. With this ver¬ 
sion, the series has moved over to a 3D perspective, and added interactive and destructible 
environments. Also, the boss characters are much more dynamic and have multiple different 
forms that will need defeated. Most importantly, utilizing the Switch's flexibility as a platform, 
you can take the game anywhere and play with up to eight other people. For me, being more 
tactical about what you do and don't destroy is interesting, but the heart of Bomberman as a 
series is multiplayer. It is a highly social game." 
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DEVELOPER KONAMI DIGITAL 
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I n the sci-fi adventure game Horizon Zero 
Dawn, you're cast as Aloy, a warrior woman 
who lives in a post-apocalyptic version of 
Earth. Her main quest is to learn what cause 
the apocalypse and triggered its consequenc¬ 
es, including the animal-like machines that 
roam the planet. That's not the only mystery 
that surrounds this game, however, as we 
found out when we traded some animal skins 
for metal shards with Guerrilla Games' Senior 
Producer Angela Gillespie. 


Horizon Zero Dawn comes from the same peo¬ 
ple who made all those Killzone games. In face, 
the team started working on Horizon in 2010, 
while other Guerrilla developers were finishing 
up Killzone 3, Gillespie said. Consequently, Aloy 
didn't look like herself at first. "In the earliest 
prototypes, the team didn't have an in-game 
model for Aloy because her character was still 
under development,"she said. "Instead, they 
decided to use the model for Jammer, the 
Intruder pilot from Killzone 3" 
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While allowing Aloy to look like Jammer obvi¬ 
ously wouldn't work, finding her face took 
hard work, perseverance, and, ultimately, a 
head cold."It wasn't until our cinematics pro¬ 
ducer [Jochen Willemsen] was home with the 
flu and saw a movie starring actress Hannah 
Hoekstra on TV, that he immediately knew he'd 
found the face of Aloy,"Gillespie said. "Within 
minutes, he was on the phone with the studio 
and the rest, as they say, is history." 


3 I RISE OF THE MACHINES 


In Horizon Zero Dawn, Aloy fights numerous 
animal-shaped robots. Although these mechs 
might look as though they were built by the 
company that made the Geth in the Mass Effect 
games, Gillespie said they have their roots in 
real robotics. "Guerrilla's Visual Art and Story 
teams consulted with a robotics professor to 
ensure the authenticity of the machine de¬ 
signs," Gillespie said. "In particular, they talked 
about machine construction from a technical 
perspective: how improvements in 3D-printing 
and nanotube musculature might allow for 
better integrated functionality." 



41 LEGO MY T-REX-O 


While real robotics influenced the final appear¬ 
ance of the mechanical animals in Horizon Zero 
Dawn, their look was much simpler during 
the game's construction. "The first machine 
we designed was theThunderjaw, a metallic 
monstrosity that vaguely resembles a T-rex," 
Gillespie explained. "But during the gameplay 
prototyping phase, the Thunderjaw actually 
looked like it was built using colored plastic 
bricks. Each color-coded'brick'represented 
a different part of the machine that could be 
targeted or shot off." 





In the beginning, the sounds of the 'bot beas- 
ties had some rather adorable origins. "Every 
machine in Horizon Zero Dawn has hundreds 
of different sounds, from the creaking of 
mechanical limbs to the Cries of alarm when 
it spots a threat,"Gillespie said."The sound 
designers mixed animal sounds together to 
give each machine a unique character. For 
instance, when it came to the sound of The 
Watchers, [robot versions of raptors from 
Jurassic World], they used a recording of a Chi¬ 
huahua barking to underscore The Watcher's 
cute but ferocious nature." 


6 HELGHANS VS PREDATORS 


Four score and many blurbs ago, we men¬ 
tioned that Horizon Zero Dawn initially 
included a character from Killzone 3. Well, it 
seems the sharing went both ways. "One of 
the prototype machines from Horizon Zero 
Dawn ended up as a holographic Easter egg in 
Killzone Shadow Fall" Gillespie acknowledged. 
"This prototype machine, dubbed The Preda¬ 
tor, ultimately didn't make it into Horizon Zero 
Dawn, but many of its behavioral routines were 
used to create the devastating Sawtooth." 


7 ;i ‘ THE road warriors 


Like many game developers, some of the Gue¬ 
rilla people who worked on Horizon Zero Dawn 
came to the U.S. to take photos and video 
footage for reference. And like many game 
developers who wander around the U.S., had 
some interesting experiences. One of them 
chose to hang out the side of a helicopter to 
get the perfect shot, and the team got stuck in 
a blizzard, Gillespie said.They didn't eat one of 
their interns, though. We checked. 

o 


While games are being made, developers 
often ask coworkers to record temporary 
dialogue until real voice actors are brought in. 
However, some of the temp dialogue actually 
made it into Horizon Zero Dawn. "Originally, the 
sound of the'walla,'which imitates the murmur 
of a crowd in the background, was recorded by 
having people on the team speak in gibberish," 
Gillespie said. "But they turned out so well that 
the sound designers decided to keep them in 
the final version of the game." 


9 | I CAN’T QUIT YOU ... BABE 


While finding the sound of a crowd may have 
been easy, finding someone to be the voice of 
baby Aloy ... well, it seems it was just as easy. 
"The cooing and gurgling of baby Aloy was 
performed by the then-3-month old daughter 
of Guerrilla's music supervisor/senior sound 
designer, [Lucas vanTol],"Gillespie said. "[Laura 
van Tol's] performance was captured over a pe¬ 
riod of days from the comfort of home, where 
[her] dad had set up a little recording area near 
her playpen." 


NO SLEEP‘TIL 
IPS'* HORIZONSMITH 


To make the world in Horizon Zero Dawn feel 
more real, Guerrilla's designers populated it 
with many interesting characters, including 
some with musical talent. And who better to 
play musicians then, well, real musicians? "We 
invited the game's composers to the studio, 
and we filmed them playing facsimiles of 
the tribal instruments seen in the game. The 
resulting animations can be found at through¬ 
out the world, such as in the performance of 
the three-man band playing in Meridian City," 
Gillespie said. 
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If Not Prey, 
What Then? 


W hile 2017's Prey definitely looks 
to be in a class of its own, hard¬ 
core Prey fans should be aware 
that this is in no way a sequel or remake of 
the original Prey. It's even a stretch to call it a 
spiritual successor, considering the two games 
have almost nothing in common other than 
some general themes. 

According to the developers, this game is 
called Prey is because "it's a cool name," but 
those of us who are on board anyway have 
a seriously suspenseful space-thriller ahead 
of them. 

Unlike many mysterious action games, Prey 
is not experienced behind the eyes of some 
nameless, faceless protagonist. Players take on 
the role of Morgan Yu, a human experiment 
gone awry, who is trapped aboard a space sta¬ 


tion with an alien threat that could annihilate 
the human race. 

The game begins with the Morgan riding 
across town in a luxurious helicopter to a 
laboratory, where he must perform a selection 
of menial tasks. Players can't even wrap their 
heads around the setting before an unknown 
threat attacks and destroys the lab, leaving the 
player alone and disoriented. Not long after 
the initial siege, it becomes apparent that the 
player is not in a peaceful city on earth, but is 
instead trapped upon a massive space station 
named Talos I. 

Talos I housed a newly discovered alien 
life form, Typhon, which is being studied 
for humanity's evolutionary gain. After the 
species breaches containment, though, the 
space station serves only as a prison for our 


protagonist. The floating complex is massive 
— the size of several combined skyscrapers, 
developers said — and players explore every 
inch of it during the game. Missions will be 
spread out all around the complex, requir¬ 
ing exploration that can prove to benefit the 
player in more ways than simply leading to 
the next objective. Any game set in space 
would be amiss without allowing the player 
to venture into the void, which is exactly what 
Prey does. There are several points through¬ 
out the game that require the player to brave 
the vacuum of space, and zero gravity will be 
a recurring mechanic throughout the cam¬ 
paign, forcing players to fight from unfamiliar 
perspectives. 

So what are these Typhon aliens that ev¬ 
eryone is so afraid of? While safely contained, 


Prey fans should be aware that this is in no 
way a sequel or remake of the original Prey. 


Prey might not feel much like the original 
game, but it seems to pay homage to thre 
other game series: 


Far Cry 3 While there is nothing techni¬ 
cally supernatural in Far Cry 3, the theme 
of being stranded in unfamiliar territory, 
surrounded by a hostile force will feel 
very familiar to those fans who give Prey i 
chance. 


Dishonored 2 Prey allows players to 
explore the entirety of Talos I over time, 
but until it is all unlocked, they often 
are restricted to mission-specific zones. 
Dishonored2, also by Arkane Studios, oper¬ 
ates under similar rules, where small but 
detailed arenas invite the player to absorb 
every inch. 


Bioshock Bioshock is by far the series most 
similar to Prey. The suspenseful atmosphere 
and survival-based combat give Prey a dis¬ 
tinctive Bioshock feel, which is underscored 
by the threat of being trapped and isolated 
from the rest of humanity. 
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Who is 
Morgan Yu? 

The question of "Who is Morgan Yu?" is 
an underlying theme to Prey. Early in the 
game, players discover their true role on 
Talos I, but this revelation produces more 
questions than answers, particularly after 
players learn they might be responsible 
for the mystery they face. The game's rare 
feature of supporting a protagonist-focused 
narrative increases its complexity — as does 
the option for players to choose Morgan 
Yu's gender. The effect of this choice on the 
story is, as of now, unknown. Audio logs, 
emails and other collectibles scattered 
throughout the game might uncover the 
truth of what is happening on Talos I and 
who Morgan Yu truly is. 



these beings revolutionized human innova¬ 
tion, but now that they are out, their powers 
will become one of Yu's greatest threats. The 
Typhon all support the same near-gaseous 
body structure, but they can vary greatly in 
size from something like a pillow all the way 
up to rivaling a double-decker bus. They are 
resilient foes, but they have another danger¬ 
ous weapon.Typhon have the ability to mimic 
everyday, inanimate objects, making them im¬ 
possible to detect until they are already jump¬ 
ing at your face. Just one of these creatures is a 
threat, and the player will soon be stuck with a 
whole space station full of them. 

A dangerous as the Typhon may be, the 
player is far from defenseless. A wide selection 
of upgradeable weapons can be found around 
the space station, presumably put there 
for such an occasion. More contemporary 
weaponry choices are available, but Prey goes 
beyond the expected with its killing tools. 

One of these unique and highly touted instru¬ 
ments is the GLOO gun whose name aptly 

A wide selection 
of upgradeable 
weapons can be 
found around the 
space station. 
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Mimicry is the 
greatest form of 
flattery 

Of all the cool abilities and opportunities 
to be found in Prey, there are none selling it 
quite as well as the Mimic Matter ability. As 
funny as it is absurd, this ability lets you take 
on the form of a wide selection of objects. 
Want to be an apple? Go right ahead. How 
about toilet paper? Why not? A coffee cup? 
By all means! Granted, the tactical applica¬ 
tion of many of these objects is admittedly 
limited, allowing players to do little more 
than flop around on the floor. As players 
progress through the game, however, the 
choices of inanimate objects expand.The 
Typhon may be able to change into a bunch 
of objects at will, but they might double¬ 
think their surprise party once they realize 
the player can morph into a sentry turret and 
deal back what they’ve been receiving. 


suits its function. When fired, the GLOO gun 
shoots a soft foam that hardens like rock after 
hitting the target. This weapon can trap an 
enemy in a tomb of hardened foam to be then 
smashed to bits, or change the environment 
to the player's advantage. Plenty of these 
unique armaments can be found over the 
course of Prey, but some can be missed if the 
player doesn't keep an open eye. 

If a lethal and versatile arsenal doesn't 
keep the Typhon at bay, the player has a few 
more options. The research done at the facility 
prior to its collapse generated great strides in 
human engineering, primarily thanks to the 
Typhon themselves. These enhancements can 
upgrade the player in more generic ways, such 


as increasing combat or hacking efficacy, but 
more active abilities eventually become avail¬ 
able. One of these abilities adopts theTyphon's 
most effective weapon and allows players 
to use it as their own, specifically mimicking 
random objects in the world. An entire alien 
skill tree eventually opens up to the player, 
filled with functions like Mimic Matter that can 
change the playing field. 

Prey may not pay much tribute to the series 
whose name it boasts, but it is doing an effec¬ 
tive job of claiming its own identity. The game 
seems expansive enough to facilitate explora¬ 
tion without losing its tight focus, and the 
promise of multiple endings will likely keep 
players from putting it down. © 


Prey may not pay much tribute to the 
series whose name it boasts, but it is 
doing an effective job of claiming its 
own identity. 
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YOOKA-LAYLEE 


BLAST FROM THE PAST 

BY RAY CARSILLO_ || 


hen 3D-p|atforming and world 
exploration were still in their 
infancy. Rare's Banjo-Kazooie set 
an extremely high bar. Its non-linear and inter¬ 
connected world, cute story filled with British 
charm and colorful characters, and beautiful 
art design built on a template that Super Mario 
64 started two years earlier and improved it in 
nearly every way. Banjo-Kazooie, considered 
by many to be an instant classic, helped define 
that era of gaming. 

As the years have gone by, though, 3D 
worlds and action-platforming have lost much 
of their charm, largely because players expect 
big-budget games to have non-linear 3D worlds 
and a plethora of different game mechanics in 


one package. Some ex-Rare personnel — many 
of whom were key members of the studio dur¬ 
ing the developer's N64 heyday — are out to 
prove great games can still be made in the style 
they helped pioneer almost 20 years ago. 

Enter Yooka-Laylee: a spiritual successor 
in every sense to the original Banjo-Kazooie 
series. Starring the anthromorphic animal dy¬ 
namic duo ofYooka the chameleon and Laylee 
the bat, this action-platformer boasts a color¬ 
ful art style that combines those classic games 
from the late 90s and with today's graphics. 
Vibrant worlds pop off the screen as Yooka and 
Laylee explore all manners of environments in 
the Hivory Towers to save Pagies and prevent 
the evil Capital B and Dr. Quack from hijacking 


all the world's literature and for pure profit. It's 
just like saving the puzzle pieces in Banjo- 
Kazooie, but with a nice anti-corporation flair. 

Yooka and Laylee also tout a bevy of powers 
that differentiate them from their bear and 
bird inspiration. When Yooka eats special ber¬ 
ries, he transforms so he can throw fire or ice, 
or even become invisible. Laylee, meanwhile, 
can use a sonar blast to reveal hidden items 
in the world as you look for Pagies, and five 
special Ghostwriters found in each stage. 

Whether you grew up with games like this, 
or Yooka-Laylee will be yourfirst encounter with 
90s-era inspired action-platformers, the tight 
platforming, sprawling worlds and cheeky char¬ 
acters should put a smile your the face. 0 
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THE GANG’S 
ALL HERE 


The original Banjo-Kazooie games were 
great not just because the heroic protago¬ 
nists and the colorful worlds, but also due 
to the cast of characters they had around 
them and interacted with. Following in 
that tradition, Yooka-Laylee features a 
bevy of zany characters who interact with 
players and transmit Playtonic's signature 
British humor. Just like in Banjo-Kazooie, 
even common items seem to have a bit 
of personality. For example, when atoms 
called Mollycools are gathered and given 
to the octopus scientist Dr, Puzz, they can 
bestow Yooka and Layiee with the trans¬ 
formations they'll need to solve puzzles 
and collect Pagies. Mumbo Jumbo, eat 
your heart out. 

Then there are the NPCs who offer 
more direct help, such as Vendi, the living 
vending machine, that gives players spe¬ 
cial Play Tonics that offer RPG-like ability 
modifiers to Yooka and Layiee. There's also 
Trowzer the pants-wearing snake sales¬ 
man, and a low-polygon Tyrannosaurus 
rex named Rextro Sixtyfourus that guards 
the mini-game arcade. One thing is for 
sure, the Hivory Towers have plenty of 
interesting residents inside for Yooka and 
Layiee to meet. 
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SHADOWS OF VALENTI 

A CLASSIC COMES WEST 


BY EMMA SCHAEFER 


intendo's been on fire for Fire 
Emblem lately, though that wasn't 
always the case. While the first game 
— and later entries in the series — saw moder¬ 
ate success, 1992 Famicom release Fire Emblem 
Gaiden was never popular enough to warrant a 
release outside of Japan. Now, with full remake 
Fire Emblem Echoes: Shadows ofValentia, Fire 
Emblem fans are about to get a taste of a long 
overlooked classic. 

Gaiden, in Japanese, means side story, and 
that's exactly what Shadows ofValentia is. As 
the second game in the series, Gaiden took 
many risks to differentiate itself from the 
original Fire Emblem. When the series contin¬ 
ued, though, Nintendo drew more on the first 
game, and many of Gaiden's unique features 
were forgotten. In it, adopted siblings Aim and 
Celica explore a large, open world, and their 
adventures lead them on off-road treks into 
dungeons and into impromptu skirmishes 
against enemies, contrasting with the series' 
usually linear stories. 

In those dungeons, players encounter ag¬ 
gressive enemies that pursue them across the 
map, but they can also gain an early advantage 
with the first strike system. Don't expect to 
have time to prepare for every fight, however; 
enemies can catch Aim and Celica off-guard, 
as well. Fights also work than fans of the rest 


of the series may expect, with fewer variances 
between classes and magic spells that draw 
down a character's hit points to cast. 

Additionally, the world itself has experi¬ 
enced a major makeover. Certain maps are 
tile-for-tile recreations of the original Gaiden, 
though obviously remastered and enriched 
from the Famicom days. All the characters 


sport redesigns, and their stories are played 
out with fully voiced lines of dialogue and 
new cutscenes, gorgeously animated by 
Studio Khara. 

Old-school Fire Emblem, with modern 
graphics and convenience — Fire Emblem 
Echoes: Shadows ofValentia has the best of 
both worlds. © 
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THE LEGEND OF ZELDA: 

BREATH OF THE WILD 


THE ADVENTURE OF A LIFETIME 


BY MARC CAMRON 


W hen Link wakes up from his 
hundred-year slumber at the 
beginning of The Legend of Zelda: 
Breath of the Wild, he does so with a clean slate. 
He has no memories of his previous life and his 
map is blank, leaving nothing but potential for 
his adventure ahead. 

Over dozens of hours, Link discovers old 
memories and make new ones. His map will 
fill in with hundreds of locations. He becomes 
powerful and, eventually, embodies the cham¬ 
pion of legend. 

Breath of the Wild also represents a blank 
slate for the 30-year franchise. The game's 
familiar tropes evolve into something both 
familiar and distinctly new, creating a Zelda 
game for the 21 st century and proving beyond 


a doubt that Nintendo still has the ability to 
revolutionize the game industry. 

Most previous Zelda games allowed 
players limited freedom to explore, instead 
leading them through a rather linear main 
quest. Dungeons yielded special items used 
to open more of the world and solve the 
puzzles therein. 

In Breath, from the moment Link opens his 
eyes, there is nowhere in the enormous world 
he cannot go. When Nintendo officials first 
showed the game in 2014, they promised play¬ 
ers would be able to go anywhere they could 
see, and somehow the developers pulled it off. 

The game's mechanics allow Link to climb 
nearly every surface he encounters, from 
buildings to trees to mountains. You must 


watch his stamina when climbing, swimming 
or flying his glider, but you can find ways to 
expand and replenish it, making no mountain 
too high to conquer. 

Other places in the game challenge you 
with extremely hot and cold environments, 
but there's gear to find and recipes to cook 
that will boost your resistances, to help you 
prepare before you traverse. 

The game’s familiar 
tropes evolve 
into something 
both familiar and 
distinctly new. 
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REVIEW 


UNCENSORED EVALUATIONS FROM THE GAMECENTER EXPERTS 


You read that right: This Ze/do game requires 
Link to cook if he wants to keep his health up. 
No longer will he find random hearts under 
rocks and in the tall grass. Ingredients are plen¬ 
tiful and can be consumed raw for small boosts, 
but cooking them brings out the nutrients and 
often provides buffs as well as health. 

The same goes for rupees; if you want 
money, you'll have to sell gathered items or 
find treasure chests to pillage. No more mow¬ 
ing lawns for quick cash. 

Nintendo couldn’t 
have picked a better 
game to launch its 
Switch console. 



Breath unapologetically veers toward tradi¬ 
tional RPGs, but only in the best ways. 

Link's weapons and shields are now de¬ 
structible, forcing players to choose gear wise¬ 
ly given its limited lifespan. Link also sports 
numerous outfits that keep him comfortable 
in the game's various environments. 

These changes open up Hyrule like never 
before. The world feels alive. Everywhere you 
go, there's something new to discover: a shrine 
to explore; a dungeon to conquer; a band of 
baddies to dispose of; or one of the game's 
hundreds of secrets or collectibles to discover. 

The story, too, is wide open, giving you 
the goal of "Defeat Ganon" very early. A few 
other mainline quests exist also, but the game 
doesn't force you to do anything. Aside from 
"Defeat Ganon" it's up to you where you go, 
what quests you take on. 

No area is filled exclusively with weak 
or strong characters, so you'll frequently 
encounter tough challenges on your journey. 
Many enemies can kill Link with one hit, and 
the mysterious mechanized Guardians sport 
armor that resists most traditional weapons. 
Sometimes flight becomes the more intel¬ 
ligent choice, especially early on. 


With more than 100 shrines, 1,000-plus 
collectibles and secrets around every turn, 
completionists should plan on spending 
several hundred hours in Breath's Hyrule. And 
that's before the two promised DLC packs hit 
later this year. 

The graphics come alive like a vibrant 
water-colored dream, with incredible draw 
distances accentuating the game's scope, 
especially when viewed from towers or tall 
peaks.The well-orchestrated soundtrack never 
becomes repetitious and the voicework, while 
limited, is universally excellent. 

The Legend ofZelda Breath of the Wild fea¬ 
tures unparalleled design, a wide-open world, 
refined combat and thoughtful puzzles galore. 

It consistently challenges without ever frustrat- 1 
ing, always beckoning you to pick the control¬ 
ler back up and continue your quest.The game 
redefines the franchise and open-world games 
in general, always for the better. 

Nintendo couldn't have picked a better 
game to launch its Switch console (look for 
our bonus review of the Switch in this month's 
free digital edition). Whether you choose that 
version, or play it as a last hurrah for your Wii U, 
this is one game that will not disappoint. © 
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PLANETSIDE 

( 1 
j Separated from the rest of the shuttle passengers, Ryder 

find and confirm the status of the rest of the Pathfinder 1 
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FIRST CONTACT 


The first order of business is to locate the other members 
of the Pathfinder team. Hopefully, they’re all alive. 

One of your duties as a Recon Specialist is to map 
the area, so your in-game map (accessed through 
the pause menu) is revealed as you progress and 
discover more of the area. You can also refer to the 
map provided In this section to make sure that you 
don’t miss anything. Your starting point is located at 
the southwest corner; your ultimate destination lies 
in the northern section of the explorable area. 

Before you head east from your -landing" zone, there 
are a couple of scannable objects in the area, including 
a broken piece of equipment called a Quantum 
Entanglement Communicator. You can scan it, but the 
ay reads “Analysis: [SAM is currently 
' offline].” If you're near the broken communicator, 
you can attempt to repair it by interacting with it. 
Unfortunately, Liam 




• 
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is added to the 
mission tracker. 

You're instructed 
to test your 
weapon on a 
damaged fuel 
cell, which seems 
to be causing a 
Hazard as a result 
of the environment’s electrical inteference. Hold the 
Tight Aim button to draw and aim your M-3 Predator 
at the fuel cell, then press Fire to destroy it. Continue 
north to find an ammo crate up ahead. Touch it to 
restore any ammo you've used. 


| Supply crates are usually found near battlefield 
areas or before ar 
Touching a supply crate refills your ammo or health 
to its maximum value, provided there’s enough in the 
crate. You can return to resupply if there are reserves 
left—indicated by the bars. Ammo and health cr; 
carry four bars’ worth of supply, Each bar repress 
25% of your total an 


PRESENTED BY 


Here, you need to clear the distance with a well-timed 
jump. To gain more jump distance get a running start 
by sprinting, then pressing and holding the Jump 
button, ensuring you either clear the jump or mantle up 
onto the ledge to safety. Don't worry; if you don’t make 
the jump, the game doesn’t end—simply try again, 
After clearing the first jump, there’s one more chasm 
to get past to the north, Use the sprint-and-jump 



SAM (Simulated Adaptive Matrix) is a unique form 
of artificial intelligence designed by Alec Ryder 
for the Andromeda Initiative. Each Pathfinder 
is assigned one and each one Is configured to 
learn and think on its own. Alec’s SAM is installed 
on the Hyperion. Under normal circumstances, 
SAM is connected via point-to-point Quantum 
Entanglement with a router. However, as the QEC 
jn the transport shuttle has been destroyed, 
the Pathfinder team is unable to utilize SAM’s 
capabilities during their expedition on Habitat 7. 


These Guides are available at 


Walmart and Walmart.com Walmart 5,C 
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This alien “dog” naturally possesses a cloaking ability, so If you lose track of it, 
you can use your scanner to locate It (although it's probably easier to reveal it by 
firing in its general direction and killing it!). After putting it down, scan its corpse 
for additional info on its ghosting ability. 


After dealing with Kirkland's murderers, inspect his body for a small cutscene. 
Then scan the intriguing alien structure nearby for Research Data and extra 
information. Additionally, examining Kirkland adds an M-8 Avenger Assault Rifle 
to your current loadout. You can use the Weapon Wheel menu to switch to your 
new assault rifle. 


Continue north—flares go up in the distance (press Camera Recenter to track). 
Must be an S.O.S. from the second shuttle. 

Keep making your way 
north until you see an 
enormous chasm and a 
couple of possible paths 
across. Stop and make 
a left here, going west. 

There’s a hidden' alcove 
nearby (see “Hidden 
Alcove” on the map 
provided). Enter the alcove 
to catch a glimpse of a unique-looking synthetic being (perhaps observing you?). 
It’s not hostile and flies off shortly after being discovered. There are two large 
containers here to loot. Large containers like these usually carry high-value items! 

EXPLORE THE CAVE 


DISCOVER THE OBSERVER- 
HIDDEN ALCOVE 


As you continue north by the alien structures, a strange roar is heard from up 
ahead. If you activate your scanner and begin inching forward, you can catch a 
glimpse of the beast, getting the jump on it before it attacks you. 


Turn around, exit the 
alcove, and head down to 
the seemingly bottomless 
chasm adorned with 
strange alien structures. 

Hug the east end while 
making your way down, 
using your jump-jets 
to get from platform to 
platform. Up ahead is a 
cave entrance immersed in green plant life. Enter the cave to investigate and fulfill 
the “Explore the cave” optional objective. This isolated area shows at least some 
promise of habitable life... Scan the giant plant nearby. Continue through the cave 
and exit through the other end, up the ledge. 


You can also use the Weapon Wheel menu to pause the action in order to 
assess your surroundings in difficult combat scenarios. This is particularly 
I helpful if you’re playing on a higher difficulty setting like Hardcore or Insanity, 
where every second counts. 


It’s highly recommended that you take advantage and make use of your consumables | 
whenever you think you need a boost In combat effectiveness. This is vital on 
Hardcore/Insanity. The three ammo enhancements (incendiary, cryo, dlsruptor) 
all carry significant advantages depending on the foe you’re facing. If you have a 
detonator power like Concussive Shot or Overload (depending on your training history 
choice during character creation), you can detonate these priming effects to produce 
spectacular power combos. 

Incendiary ammo is effective against armored foes and adds a heat primer 
to the target. 


Disruptor ammo adds electric damage that deals bonus damage to shield health 
I and synthetics while priming the target with electricity. 


These Guides are available at Walmart and Walmart.com 
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PARTING SHOTS 


MASACHIKA KAWATA 

SERIES PRODUCER, RESIDENT EVIL 


I n desperate need of a renaissance, the 
Resident Evil franchise decided to get back 
to its roots and look for a more atmospheric, 
moody and intimate experience to once again 
instill terror in gamers everywhere with Resident 
Evil 7. We sat down with Series Producer 
Masachika Kawata to talk about this series shift 
and the process behind it. 



WGC: Resident Evil 7 feels like a throwback 
in many ways. How did you come to the 
decision to set the game in such an intimate 
location? 

Masachika Kawata: If you look back at 
Resident Evil 5 and 6, it was really more of a 
large-scale setting across the entire world, 
and with Resident Evil 7 we wanted to take 
it in the opposite direction and make it this 
intimate experience. Because we went from 
a third-person to first-person perspective, we 
wanted to make things more detailed, a closed 
environment where you could interact with 
more things, and offer a higher immersion so 
people could get more scared. 



“By having the 
camera set to first- 
person, it adds 
a higher level of 
immersion and 
brings the players 
closer to those 
situations that are 
so scary.” 

Really the concept of Resident Evil 7 was 
true survival horror and going back to the 
franchise's roots. If you look at the franchise 
as a whole, there's just so many things going 
on and we really looked at everything that 
it had to offer and prioritised. What did we 
need to keep and what could we remove this 
time around to make sure we could provide 
the core survival horror experience? So, with 
figuring all that out and the listing out of 
everything, we realized the best way to do that 
was ultimately an intimate experience with a 
lot of depth and that's what we built the game 
around. 

WGC: As you alluded to, this is the first time 
a main game in the Resident Evil series is set 
in the first-person. What advantages did 
that give you in trying to amp up the horror 


MK: By having the camera set to first-person, 
it adds a higher level of immersion and brings 
the players closer to those situations that are so 
scary. So, I think the first-person camera view 
and survival horror are really a perfect match. 

WGC: Although this takes part in the larger 
Resident Evil universe, we get a new 
protagonist in Ethan Winters. What made 
you want to introduce a new hero, and make 
him less combat-savvy than Leon or Chris or 
any of the other Resident Evil heroes? 

MK: So, the main reason for choosing a new 
hero was to strength the aspect of horror. We 
figured in this kind of setting, there was no 
need for a hero; there was no need to bring in 
a familiar character. We wanted to make sure 
we were able to bring a new character that 
was able to step into all these new situations 
and allow players to have that sense of unpre¬ 
dictability. They don't know what a situation 
may offer and what this new character will do. 

WGC: What was behind the decision to 
make the setting an old plantation in the 
Deep South, specifically Louisiana? 

MK: Put simply, we thought this would be a 
really good setup for a lot of different horror 
situations. We wanted to make sure it was 
something familiar to people in terms of 
the horror genre and if you look at a lot of 
entertainment from the genre, it takes place in 
the Deep South. So, we figured this would be 
a good place for us to take the franchise. And 
in terms of doing research, we had team mem¬ 
bers go to Louisiana and scout around and do 
a lot of research on the region and make sure 
we could depict things in the right way. Those 
were extra steps that were taken as well. 

WGC: What are some of your favorite horror 
media outside the series that you might've 
looked to for some inspiration? 

MK: In terms of the visual imagery, we took 
more inspiration from movies — a lot of 
classic horror movies like Evil Dead, Texas 
Chainsaw Massacre. We pulled a lot of imagery 
from there, but also tried to tap into other 
entertainment mediums as well. 
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